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Treasure and Magical Items 


Magical Items are something that every character and Player wants. They want to feel powerful and Heroic. 
Why not give it to them without all the hassle that 5th Edition enforces. | have noticed in the years since 5th Edition 
came out that many of the Dungeons Masters are looking for something else to use as their Magical and Crafting go to 
Guide. Well, | hope that this can help all those that are searching for the little something more. 


During a Game that | run, that is completely homebrew, | was looking through all the books, even from older 
editions that might work for something that the players could use to reasonably to create things. Things like Magical 
Items, poisons, and even potions and such. This was when it was suggested that | use a formula system. 


The Formula System is easy for anyone to use and you can use it for all kinds of awesomeness. In this book, 
you will find the rules and tables to create Potions, Poisons, Scrolls and much more. You will also find examples of 
rules for allowing players and characters to use these items. 


Formula System 


Think of the Formula System as something akin to a Recipe book. You can make these recipes as obscure and 
difficult as you like, or as simple and easy as you please. Of course, each item created has its own level of difficulty. 


Note to DM: Just because you can make a formula simple and easy doesn’t mean that you can make powerful magical 
items with every formula. If you feel that they are being lazy, do not be afraid of nixing their formula and writing your 
own, Or if you don't want to Nix their formula, add something too it. (IE: the gratitude of a grain of sand) If your players 
are wanting you to make the formulas, don't be afraid to take this chance and make the item worth it. 


These examples are all of the items that people/ characters could make in life to make things easier on themselves or 
the party, you can always scale these things to make them easier or harder. 
Below is a table of example formulas and tiers for the formulas 


Levels 0-5 
For these levels, the players/ characters can make things that could be considered common. 


used 


Salve/Potion of Alchemist or 10 to 12 depending on the formula | Dandelions, rosemary, olive oil, 
Healing Herbalism and ingredients. (even a 15 if the Aloe vera even peppermint 
(1d4+2) DM came up with the formula) 


Earrings of Message | Tinker or Probably a DC 15 Metal (probably silver or mithril), 
Jewelers tools Gem (worth 25 GP), a short piece of 
copper wire to hold it all together. 


Wand of Spare the Woodcarvers or | Possibly a DC 18. A bit of Special Wood (IE: Ebony, 
Dying a Dex check Depending on how the DM rules he | Bamboo, Oak or whatever you like.) 
can make whatever the amount 
Over the DC you rolled as the 
number of charges or roll a d6 or 
however they feel it should be 
done. 


Light Stone Masons tools Possibly a DC 15-18 A bit of special Stone (Jade, 
limestone, sandstone etc) and a bit 
of a firefly or phosphorescent moss 
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Levels 6-10 
For these levels, the players/ characters can make things that could be considered uncommon. 


used 


Ammunition ( +1, hail | Tinkers, This depends on what is Wood (Any kind you like), Metal(your 

of thorns, aes woodcarvers, being made. It can start at | choice of what kind, also depends on 

etc) smithy a DC 10 and go up What is being made), +any spell 
depending on difficulty components 


Weapon of (Warning, | Smithy, Wood This depends on what is Wood (Any kind you like), Metal(your 
Frost, Dissonant Carvers, Tinkers being made. It can startat | choice of what kind, also depends on 
Whispers, Ect) a DC 10 and go up What is being made), +any spell 


depending on difficulty components 


Potion of Spider Alchemist, 10 to 12 depending onthe | Spiderclimb spell, a drop of bitumen, a 
Climb Herbalism or formula and ingredients. spider (dealers choice), and water 
Arcana (even a 15 if the DM came 
up with the formula) 


Scroll of (Feather Caster, Calligraphy | 10 to 12 depending onthe | A leaf of parchment, Spell components, 
Fall, Enthrall, Fly, Ect) formula and ingredients. Ink (Can be a very special ink, depends 
(even a 15 if the DM came | on the spell.) 
up with the formula) 


Levels 11- 15 
For these levels, the players/ characters can make things that could be considered rare. 


Rare Item Skill or Toolset used | Possible DCs 


Weapon (+2) or Smithy, Possibly a 15 Rare Metals, rare woods, rare leather, etc 
Armor (+1) Woodcarver, tinker, | depending on the 
leatherworker formula 


Elixer of Health Herbalism, Alchemy | Possibly a 15 Dragons blood( or equivalent substance), lesser 
depending on the restoration spell (and components), rare herbs 
formula 


Staff of Defense Woodcarving, Possibly a 15 Staff (made of either wood or metal, must be of 
Smithy, Jewel depending on the rare substance), requires 10 precious 
crafting formula stones(100gp per stone), Spell Mage armor. 
Spell Shield, plus any spell components 


Cloak of Leatherworking, Possibly a 15 Pristine Displacer Beast hide, rare cloth, rare 
Displacement weaving, Jewel depending on the thread, Rare metal or jewel (for the clasp worth 
crafting formula 100gp), and the Blurr spell and components 
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Levels 16-20 
For these levels, the players/ characters can make things that could be considered Very rare. 


Ven/Rarelton |SilorTookst ee 
Weapon (+3) Smithy, Woodcarver, oo a 15 depending on | Rare Jewel (worth minimum 1,000gp), Rare 
or Armor (+2 ) | tinker, leatherworker | the formula Metals, rare woods, rare leather, etc 
Potion of Flying | Alchemy Possibly a 15 depending on | Fly spell plus spell components, pixie dust, 
the formula Essence of air, bottled cloud etc 


Staff of Fire Woodcarving, Smithy, | Possibly a 15 depending on | Rare woods, rare metals, 10 gems (1,000 GP 
jewel crafting the formula each minimum), Essence of Fire, 


Spells: burning hands, fireball, wall of fire, 
protection from energy 

Plus ALL spell components required by the 
spells. etc 


Flying Carpet Weaving Possibly a 15 depending on | Exceptional carpet (either made by hand or 
the formula bought, made of Very rare materials), Pixie 
dust, Essences of air, bottled cloud, Fly spell, 
plus any spell components.ect 


Levels 20+ 
eed these levels, the players/ characters can make things that could be considered ea aa 


| Legendary Item | Item | Skill or Toolset | Possible DCs Formula 


Armor (+3) Smithy/ 18+ depending on the Very rare or exceptional quality materials 
leatherworking | formula 

Potion of storm | Alchemy 18+ depending on the Storm Giant blood, Storm Giant fingernail, Enhance 

giant strength formula abilities spell + components, etc 


Ring of Three Jewel crafting 18+ depending on the Very rare metal, 3 exceptional diamonds (worth 
wishes formula 10,000 GP each), Ability to cast wish spell + 
components 


Crystal Ball of Jewelcrafting 18+ depending on the Large spherical gem at least 6” in diameter worth 
True Seeing formula 10,000 GP, Scrying spell + components, True 
seeing spell + components etc 
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What a Formula can look like: 


Example: 
Necklace of Free Action. 


(1,000 GP) Obsidian 

An ingot of Gold 

Spell: Freedom of Movement. (this can be a gem or you may pay a caster to cast it on the item for you. You Can NOT 
use a scroll to make this enchantment.) 

Components for Freedom of Movement. (V, S, M (a leather strap, bound around the arm or a similar appendage)) 


Instructions: 

Carve the Obsidian into the desired design (Mason/Jewelcrafting tools) 

Create the setting for the gem or the obsidian (Smithy/Jewelcrafting tools) 

Either create or purchase a leather thong to hang this pendant around your neck. (Leatherworkers or persuasion) The 
leather MUST be of very rare material. 


There are of course other more fantastical things that you can place in a formula to make the players be 
creative and for the formula to draw out Roleplay if you like that sort of thing. 


Here are some examples of some Awesome fantastical items that your players might have to find to give that magical 
item a little bit of oomph. 


The gratitude of a Widow 
The touch of a Butterfly 
Song of a Giant 

Dream of an Eagle 


Throughout the rest of this book, You will find rollable tables and Rule suggestions for the creation of Magical 
Items. | will even go over a method of Artifacts so that you can give them to your players early in the campaign. A lot of 
these Ideas and rules | use myself in my own games that | DM. Once again, | hope that you find this book useful. 
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Chapter One 
Is it too much to Soon? 


| have learned as a Dungeon Master that you can overpower your party. However, The job of the Dungeon 
Master is to make the players feel powerful, heroic. After all, they are the Heroes of the story that your telling. Give 
them the things that they want, but don’t let them have it for free. You have to make it cost (and | don’t mean gold) 
them something, otherwise, they mean nothing. 


With D&D 5th Edition, There are only three tiers of Magical Items, the +1, +2, and +3 tiers. | tend to break these 
down into level tiers. The +1 or first level is normally the starter stuff. So | tend to hand those out between levels 4 and 
6. This allows the Players to use them until level 10. Around level 10 they normally gain access to the second tier or the 
+2 stuff. They have to make that last until around level 15. At this point, | start handing out the higher tier stuff (+3s). 
This allows the players to feel strong and powerful without giving them too much to start with. 


| also tend to Limit Combat magical Items, for each tier they get an additional combat item that they can use. 

Meaning that at the first tier they only have one item, like a sword or a staff or something. Second, they have two and 
so on. This allows you, the Dungeon Master to control some of the damage output that they are producing and allows 

you to throw very creative monsters at them. | give them other items as well. Perhaps something like a Wizard’s tent. 
The Wizard’s Tent is a simple item that a world with magic would very probably have in my opinion. This is a tent that is 
the size of a normal 2 person tent, however, once they set it up it is very large inside, and can sleep up to 8 people, or 
however many you wish to make it sleep. You are the DM of course. However, a tent with these magical properties is 

very rare and tends to cost a fair amount of gold. 
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Materials For Formula Creation 


In the first section of the book, | talked about Formulas and gave a few examples of materials. Let's talk about 


these things, Materials. 


What are Materials? Materials are physical things that are required to be shaped, molded, carved, or created 


(and so much more). These materials can be Woods, Metals, glass, crystal, etc. 


Rollable tables for Materials 


Woods 
Common: 


Bloodwood 
Tulipwood 


Leopardwood 


Zurkwood(If in the 
Underdark it is common) 
Very Rare: 


Shadowtop 


Exotic: 


Cherry(Or any wood from 
Common Fruit bearing 
tree) 


Uncommon: 


Mahogany 
epa 


Metals 
Common: 


C 
[ou 


Uncommon: 


Cold Iron 


Fireforge Steel 
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[seman | raps 
Mithral 
Banded Agate 


Telstang 
Plants: Blue Calcite 


o p 
p pe 
jos 


3 | Pearlsteel (If in aquatic elf 
territory) 
Blood Iron 


Very Rare: 


Exotic: 


Celestial Mithral 
Star Metal 


Poisons 
Animal: 


Scorpion (Deathstalker) 


2 | Frog/Toad (Dart Frog, Toad, 
Cane) 
Reptiles (Snake, Salamander) 


Spiders (Blackwidow, Recluse) 


o [pesay mane 
e [erone 
o [promen 


Jewels: 


Ornamental 


2 Semi-Precious 


Precious 


5 | Insects (Ants, Milkweed 
Butterfly) 


Fish (Puffer, Stonefish, 
Scorpionfish) 
7 | Purple Worm 
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Semi-Precious: 


Chrysoprase 


Fancy: 


eo [oe 
e lome 


Precious: 


S: 


Jewel 
Emerald 


Sapphire 


Herbs 


Common: 

aba S 
ep 
epeo 


10 


epe o 
10 | Lavender 


eo oo 


Uncommon: 


Imperial Star 
Holy Green 


Calendula 
[mons 
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10 


Rare: 


Winter Cherry 


Clary Sage 
Evening Fragrance 
e [ome 


Very Rare: 


o pnra 


Exotic: 


Skullcap 
Qis Purple 


Wolfsbane 
efe o 


Stone 
Common: 


pe 
T 
oa o 
oe oo 
smse 


eose 
olee 


Uncommon: 


oleme 


Rare: 


Alabaster 


Banded Iron Formation 


11 
6| Rock Gypsum 


Very Rare: 
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***Liquids 
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*Writing 


2 The ** means that these Items 
may have to be Created 


‘The * means that these Items 
can be anything from common to 
exotic depending on their source. 
2 The ** means that these Items 
may have to be Created 


12 


*Creature Parts 


o fmon 
C 
oo [somone 


13 


***Leather 


Scraps (up to 1 sq yard) 
Medium pieces (up to 5 sq yards’) 
Large pieces (up to 10 sq yards) 


oons 
***Hide 


Huge pieces ( up to 15 sq yards) 
Gigantic (up to 20 sq yards) 
o Colossal ( 20 sq yards +) 
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14 


Fantastical Items (and not where to find them) 

At times the DM will want to introduce the formula system for Magical items. To make this system a little more 
fun and make the player/ character work a little for the item the DM can dole out a Fantastical Item as an ingredient to 
go into the formula or as an Item to remove a curse or for any other nefarious purposes they wish. 

Below are three d20 tables. The first roll selects an item from the first table(A). The second roll selects an item 
from the second table(B). The Third optional table determines the conditions in which the item must be found and/or 
collected and/or created. 


: 
: 
During a Specific Season (1d4: 1: spring, 2:Summer, 3:fall, 4:Winter) 
r 
i 
: 
f 
: 
: 
i 
i 
i 
f 
: 
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1S 


Chapter Two 
Rules For Crafting 


| have played a lot of Roleplay games, not all of them tabletop. However, somethings that | have noticed is that 
players love to roll dice, no matter what form those dice come in. Everything needs to have something to be equated to, 
something that the players or Dungeon Masters can grab and run with. Many Dungeon Masters that have DMed for 
many years throughout the many editions have little trouble with this. However, with the influx of Dungeon Masters and 
players you can’t really leave something open or unexplained and | feel that 5th Edition has done that with Crafting. So 
Below | give a list of the Tools and what (in my opinion) Should be the stats related to them. As well as some creation 
rules that are easy to follow for Crafting Items, both magical and mundane. 


15 


16 


Tools *** Additional Tools 


Calligrapher’s Supplies 
Carpenter's Tool 
Cartographer’s Tools 
Cobbler’s Tools 
Cook’s Tools 
Glassblower’s Tools 
Herbalism Kit 
Jeweler’s Tools 
Leatherworker’s Tools 
Mason’s Tools 
Painters Supplies 
Poisoner’s Kit 
Potter's Tools 
Smiths Took 
Tinker’s Tools 
Weaver's Tools 
Woodcarver’s Tools 


3***These do not exist in the Player's Handbook. These are 

tools that i felt were possibly missing. 
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Rules for Crafting both Magical and Mundane 

The following rules are for how to craft items, no matter the origin, and the process should be determined by the 
Dungeon Master and the players. Hopefully you do this before you begin your Campaign. However, not all Dungeon 
Masters know what to expect from every group that they play with, especially now with the introduction of VTT (Virtual 
Table Top). The need of each and every group is unique and it is the Dungeon Master's job to make the world they 
play in come alive. That is a very tall order. 

Sometimes Making the world come alive doesn’t seem so simple, but it can be. Give your players Down Time, 
let them Craft and even have some random Non-Player Characters place orders with them for stuff, especially at higher 
levels. You can even have the NPC explain that they wanted something made by “The Great and powerful (Insert 
Player Name here)’. This may seem easy but it is much easier said than done. 

Some of the Rules that | use bring back the use of skill monkeys. With each and every Character being unique 
the system has to be made to be easy to use and to understand. So, simple and easy, even though it may not seem 
that way. So I will do this Section in the same order as the Player’s Handbook. 

Armor 

| didn’t so much like the way that 5th Edition set this up. It takes forever to make anything! Well lets make 
everything mean something again! | know that Smith’s Tools cover everything from Armorsmith to a Furrier but | do 
hope that everyone knows that an Armorsmith and a Weaponsmith are very different jobs. One may not know how to 
create the other. Meaning in a town, if you ask for a blacksmith they may lead you to the person that makes Pots and 
Pans. So | will break this down a little in this section. Later in the book i will reveal a skill system that will also allow you 
to break these skills up and allow for greater character customization. 

Over all, Everyday of crafting requires a skill check. Armor requires a Smiths or Armorsmiths skill check. The 
number of days required to craft the Armor is equal to the AC minus 10 and the following chart breaks that down. It also 
costs, in material, the equivalent of half the cost of the armor. The player/ character may either pay for the material by 
buying it, or they can go out and gather it themselves (make all your rolls and average them together) 
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18 


Plate (Heavy) 
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19 


Weapons 
Similar to Armorsmithing everyday of Weaponsmithing requires a skill check. In this case it would be a Smiths 
Tools or Weaponsmith Check. The number of days required to craft the weapon is determined by the damage die of 
the weapon. The following chart breaks that down and again similar to Armorsmithing, Weaponsmithing requires half 
the cost of the weapon in materials which the player/ character can either buy or gather themselves. (make all your 
rolls and average them together) 
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Crafting Ammunition 
These all depend on the time and skill applied to them. While able to make more than one a day it is important 
to remember that if you are wanting it to hold an enchantment or something more mundane than the crafting will have 
to be of fine quality or better. Below is a chart detailing the amount of ammunition you can craft of a specific quality per 
day as well as the DCs required to craft it. (make all your rolls and average them together) 


Poor (gives disadvantage to attack rolls) d12+12 10 and lower 


Masterwork (gives advantage on attack rolls) 20 and higher 


Cost of Crafting 
(see Appendix B) 


For crafting each material has a price. These prices vary according to location and attainability. 


For example Zurkwood would be more difficult to obtain for a surface dweller then it would be for a citizen if the 
underdark. However, it also works in the reverse. Tuilpwood would be much more difficult to for a citizen of the 
underdark to obtain then it would be for a surface dweller. 


Enchanting 

Enchanting, this is something that people make very complicated and it doesn’t need to be. To 
enchant an item you either need to be able to cast the spell that you are trying to use (Meaning that it must 
be something that you can cast) or you may have a gem that contains the spell specially embedded into the 
item. 

DC’s for this are subjective, this means that it is based on the quality of the item being enchanted and 
the skill of the enchanter. This is where the formula comes into play. The more complicated the formula then 
the better the quality of the item, the easier it is to enchant. One caveat to this, once something is enchanted, 
be it good or bad it is more difficult to remove the enchantment to try and start over. This is how cursed Items 
can be created. 


Example : Failing on an enchanting check to create a life drinking weapon may cause the weapon to drink 
the weider's life instead of the targets. 
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The following table can help with breaking down the DCs for enchanting magical items assuming a 
formula of average sl and a weapon of average make. (make all your rolls and average them together.) 


a 


To make the enchantment permanent on an item it has to be enchanted everyday during the crafting 
process. The cost of the enchantment should be calculated by adding the cost of the materials to the cost of 
enchantment. This chart does not include the cost of the spells components.However, you would be 
responsible for that as well. 


Consumables 

The following information speaks about the crafting of scrolls, potions and the like. 

Crafting Scrolls, this isn’t a very difficult process. The caster simply needs ink, some sort of parchment or 
paper or the like, the spell and the components.(the higher the quality the ink and the parchment the easier the DC). 
This requires an Arcana or Religion or equivalent skill check. You may use whatever skill their casting modifier is. The 
DC is easy to figure, it is the Spell level plus ten. 

Potions, can be made from a variety of things. Normally made with Herbalism or Alchemy. The higher the level 
the potion the higher the level of ingredients required to make it. The DC can be either the rarity or the equivalent 
spell level plus ten. 
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Throughout the day, assuming a full day is spent crafting, you can make one DC check per hour. After 8 hours 
you become exhausted. Crafting still takes its toll on the player/ character. 
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Appendix A (Alternate Skill System) 
Alternate Skill System 
The purpose of this skill system is to bring the customization of second editions non-weapon 
proficiencies and meld it with third editions skill point system, while maintaining a numerical balance. The problem with 
Fifth editions skill system is its lack of uniqueness between characters. 


To know how many points you get from this system you count the number of proficiencies given to you by race 
class and background. Then you take this number and add your Intelligence Modifier. At first level you gain a number 
of skill points equal to Proficiencies + Int Mod x 4, every level after first you gain skill points equal to proficiencies +Int 
Mod. These skill points may be freely invested into skill or tools as you see fit. You can only invest point in a skill equal 
to character level + 3. When you take the Skilled Feat you gain that number to your skills. This feat is retroactive. 
Expertise in a skill increases the skill point cap to character level +6. 
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Appendix B (Cost of Materials) 
Cost of Materials 
These lists are simply examples of pricing to help the Dungeon Masters and players price out their items. These 


lists are in no way fully inclusive of all materials. 
O mea [Pree aos) 


[rar rat 


Price (per pound) 


wr 


sat‘ Pi arbre 

Pine (or other common 
softwoods.) 

Oak (or other common 
hardwoods) 
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